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imKODUCTIOPi 

Wellcome to the ofUdal ADVATiCED 
DUTiQEOrtS at DRAQOrfS® computer prod¬ 
uct Fool or RADWfK^ a rORGOTTETl 
REALMS™ fantasy role-playing epic, This 
adventiiie game b baised on the rules and 
background created by TSR, Inc with a 
storyline oeatcd especially for this game. 

The Fool or Raewucc adventure begins In 
the mined city of Phlan cm the northern 
shore of the Moonsea where advenluiera 
from the civilized nations are trying to 
rebuild this once-proud city. Your adventur¬ 
ers start oit as banning charaders at the 
first level of experience and can advance 
to Wghcr levels as they help bring back 
Phlan to Its former gloiy. 

WHAT COMES limn mis GAMEi 

In addMon to the game you should 
find four other items in your game. 

TtfE RUILE HOOK 

'This is whM you are reacHfig, If you have 
game pl^ questions during the course of 
the game, r^er to Uds booh, 

ItlE ADVEmUREItS JOURNAL 

This contalm background and Introduction 
to the Fc»gott^ R^ms and the scenarios, 
plus maps, rumors, and stories th^ may 
be true or false. It also contains 
Appendices, tables and reference Informa¬ 
tion, to help speed game play. You will 
confirm the true rumors and expose the 
false ones during the gsme. 

T11£ QUICK START CARD 

This expl^ns how to start the game, make 
menu (Jxjices, md indicate Items using 
your comjxiter. It also lets you 9 ^ right 
Into the game without having to read 
through the rules. 


THE IKANSLATION WHEEL 
As your characters progress through the 
Forgotten Realms, they will occasionally 
find Dethek (Dwarvish) and Espruar 
(Elvish) rimes. The wheel Is a method of 
tran^adFig those runes Into English words 
so you can understand them. The 
Translatictfi Wheel has four parts: 

Espruar fEJvIslij ffirncs. Around the out¬ 
side rim are the elvish runes. 

l>eUMir (Dwarvhh) Kiutes. Just inside 
the dvish runes are the dwarvish runes. 

nmerraUis, Splralliig out from the inside 
are three paths Identified gr^hlcaJly as^ 



Six Rings. Six numbered rings, each with 
three holes showing letters, are located 
Inside of the dwarvish runes. 

USING THE WHEEL 

You c^ get many hinds of information 

from the wheel: 

Five HI Six Letter Code Words. The com¬ 
puter dlspl^s 2 runes and a Match 
up the two runes and read the letters from 
rings 1 through 6, If the first character Is a 
number, ^ore It and read the letters from 
rings 2 through 6. 

Examp/c: ,, Dwarvish F , 

Read Along the — Fsih, Code 
ward is BEWARE. 


Three Letter Code Words. The computer 
dlspl£^s 2 runes and a ring number Match 
up the two runes and read the letters on 
ttiat ring doduvtse from the.Path. 

Example: Elvish -=- , Dwarvish 1 , 
Read Around Ripg 2- Code word 
is LUX. 
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Tt^ttsUtle £lvbA (Espntv) to English 
or Dwmrvish (Detitek), The computer di»^ 
plays a List of Elvish runes, MMch the 
Translate Espruar Tat> to each EMsh Rutic, 
one at a time. Read the EhglEsh letter In 

Ring 1 of the.Flath. Read the Dwarvish 

rune at the Translate Detheh 

Translate Da^arvislt (D^thek) to 
Engfish or Elvish (Espmarh The comput¬ 
er displays a list of Dwaivish nines. Match 
the Translate D^ek to each Dwarvish 
Rune, one at a time. Read the English let¬ 
ter in Ring 1 of tM.Path, Read the 

Qvish Rune at the Translate Cspmar Tih. 
Some Detheh runes have more than one 
translation; tty each when translating 
wortls, 

GETrmrG STAJtlED QUKm.Y: 

You can gd: right Into playing Pool or 
R«>MrtCE try using the Instnictlorts on yom- 
Quick Start Card and laatngthe characters 
prxTvided If you have any questions as you 
pl^. refer biK:k to these n^ for a com¬ 
plete exL^anatiem. 

READino rm kuiz book* 

This book Is divided Into sections describ¬ 
ing how to manipulate the game by using 
the menus on the screen. The menus ate 
lists of commands that you choose accord¬ 
ing to the Instructions on your Quick 
Reference Card. 

Central to the game Is the concept of the 
'active character/ The active chaj%:ler Is 
highlighted on the character dlsf^ay. Any 
command thid ^ects a slr^e character 
affects the active character. Commands 
thM affect the whole paity do not require 
an active character. 

In combat the active character is picked 
automatically according to the chaiaCteis 
initiative. Prom other menus the active 
character m^ l>e changed before choosing 
any commands. 


All commands are menu based. If a com¬ 
mand affects the whole party, indicate the 
command as listed in your Quick 
Reference Card, If the command affects 
one character. Indicate the character and 
then the command. 

Example; 7b iook at a charaefej/s hems. 
/ndlcate the chaacfer, choose View, and 
then choose /temsi The compyter d^s- 
pf^s a Jlsf of the characters items and 
the Ifems^ nead/ed status for combat 

Menus are displayed either vertical^ or 
horizontally. Vertical menus are used to 
make a chdee of someone to act such as 
a member of m adventuring party, or 
something to act upon, such as one Item 
out of several carried. If there are more 
choices than will fH on the screen at onoe 
you can change pages using llext and Prev 
ommands (or the Fg Up and Dn keys,) 

Horizontai menus ate lists of commands 
giving the options of what the character 
can do or what you can do to the charao 
ter. When space permits, each horizontal 
menu Is preceded by the menu title. This 
is set oft by a colon and Is not an option 
on the menu. Menus are shown with their 
title and each command in the rules. As an 
example, the Encamp Menu contains com¬ 
mands for Save, View, Magic, Rest, Attec 
Pool, and Exit. It b shown as; 

Encamp Menui 

ENCAMP MVEWIN MAGIC ltaTN.TEP EXIT 
Unless otherwise specified the Exft com¬ 
mand oci any menu returns you to the next 
higher level menu. On mar^ computers 
the Escape key ads as an Exit commarKi 
from any menu. 
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CtlARACreRS AND 
THE PARTY 

WHAT AHE aiARAClERS? 

You create character to accomplish 
quests in the rorgotten Realms. Char^leis 
are dilTerenttatcd by their Race, Ability 
Scores, and Class, Several chaiaCters are 
needed to accomplish the missions pre^ 
sented here. These characters make up a 
Party, Tor maKimiim flejdbiJl^, you should 
ha^re a balaiced party with characters of 
different classes and races. 

THE sot PLAYER RACES IK Poot OP 
KADUnCE 

0irarf„ This b a cunnlnfl race of sturdy 
workers and cr?dsmen. Thqr have no 
magic of their own, but are resistant to 
m^gic Dwaives can advance itp to 9tli 
level as figHeis, and any level as thieves. 
They can be fighters and thieves at the 
same time. Dwarves can see In the dark 
using infravisiGn, 

E2f. This is a lofig^lved race. As tall as 
humans but slimmer, they can be fighters, 
magjc-users, thieves, figtier/ma^c^useas, 
fighter/thieves, magiouscr/thieves, and 
fighter/maglouserAhievea. They can 
advance to 7th level as fighters and 11th 
level as maglousem, and any level as 
thieves, nves also have a better chance of 
finding hidden objects »id can see in the 
d^ using infravtslon. 

Gnome, ftembers of this race are shorter 
and slimmer than their cousins the 
dwarves. They can go up to 6th level as 
fighters, and any level as thieves. They can 
be fighterAhieves. 

MsJfElf, These hybrids have many of the 
virtues of both humans and elves. Like 
elves, they can be more than one class st 
once, though they can advance only to 8th 
level as maglcHiseis and 8th level as fight¬ 
ers. like humans, half-elves can be clerics, 
and unlike humans, combine that dass 
with other classes. 


NaifUng* These folk ^ about half the size 
of a human, hence tbclr name. They have 
little ability with mj^c, but are resistant to 
its influences. They can be fightera, 
thieves, and fighter/thieves. Ibey are limit¬ 
ed to becomii^ 0th level fightera, biE have 
no limits as thieves. 

ffumans, This Is the most common player- 
raoc in the Torgotten Realms, Th^ have 
unlimited progression as filters, magic- 
users, dertes, and thieves. 

ABIliTT SCORES 

The oomputer nandomly generics the abil¬ 
ity scores that every adventurer has. There 
are six ability scores; all have some effed; 
on the pl^ of the character AbllKy scores 
are based on a range from 5 (tow) to 1 3 
(high). Each Character Class (see below) 
has a Prime Requisite ability score. A Prime 
Requite of 3 5 or more increases the 
amount of Experience (sec below} the 
character gets from adventures. 

Siteagih fSIr)* This is the measure of 
how much a character can cany and how 
mudi damage he can do In a fi^. The 
Prime Requisite for fighters is strenglth. 
Fighters with an 18 stren^ also have a 
percent value from 1 to 100 (listed as 01- 
00), denoting the highest ptasible natural 
character strength. 

tnUltigeace (Inth This b the measure of 
how much a character can ultimately mem^ 
oriie. The Prime Regulate for magic-users 
Is intelligence. 

Whdom f msh This is the measure of a 
charadeFs ability to understand the w^s 
of the world and Interact with It. The Prime 
Requisite for clerics b wisdom. 
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Oextaiiy (Dex). This Is the measure of 
the maiTual dexterity and agUhy of the 
charaaer* The Frinie Reqiiisite for thieves 
Is dexterity. 

Constitution (Con). This Lathe measure 
of the overall health of a charaotet ft biflu- 
enoes both Hit Points (see below) and the 
characters ch^oe of surviving the effects 
of a mis&dfead spell. 

CharfsifH fOKij. This b the measure of 
how welt the character Interacts with other 
characters. It Is sometimes a factor when 
the character has an enoouMer with JHorv 
nayer ChMacteis, usually called nPCa. 

Each character also has two other impor¬ 
tant valtres; hit Points and Experience 
Poiitts* 

m Points (MPi. This characteristic is 
derived from a chaiactePs constitulion ffie 
gains a bonus to his Hit Points per level if 
his coRStftutiori la over 14), his level, and 
his characti^ class (see below). Every time 
a character Is hit in combat, he loses HF, A 
efewacter with many HF can survive far 
longer in combat than one with few HF. 
When a charade reaches O HF he Is 
Unoonsdous and may be Dying or Dead, 
depending on how much damage he h^ 
taken. 

Experience Points (XF)* As a chatader 
advenluiesw Kills mongers, and accu¬ 
mulates treasure, he gains Experience 
Points. When he has enough AP he can 
IrKiease In IcvcJ, becoming more proEV 
dent In his class, ihe computer Keeps 
tradi of Xf. Every character starts at first 
level with OXR 

CHAKACTER CLASSES 

An ad venturer must be at least one of the 
following character classes. A human 
adventurer can only be one dass, ncm- 
humans can combine dasses, A dwadter 
with combined classes has mote piaying 
optkms, but he advances more slowly In 


his prefes^ons because he is doing mote 
than one thing at a time and his XF are 
divided up among his dasscs. 

Cferte, The cleric is a holy crusader who 
fights for the causes of his religfon. Due to 
religious restrictions, he cannot me a cut¬ 
ting weapon that draws bkxxL such as a 
sword or an anow, but can use any form 
of armor and use cmshlng weapons, such 
as a mace. He casts holy spells that can 
heal and support his friends and also uses 
his natural holy power to drive aw^ 
undead. Some magic items aie actually 
holy objects that only a cleric can use. A 
cleric gains HF with every ad¥arx:e In 
Level to 9th levd, plus any constitution 
bonus. Prom lOth level on, he adds 2 HP 
per Level, without oonsUtutJon bonus. 

fighter* TTw fighter cat use any form of 
armor or weapon Including magic ones, 
but most other magical items, and all mag¬ 
ical spells, are beyond him* A fighter gains 
MO HF plus constitution bonus with each 
^afM:e In level through 9th level. Wfith 
the 10th level, he gains 3 HP per level 
withCH* constitution bonus. 

nsgIcAJser, The maglc-wser Is potentially 
the most powerful character class, but be 
starts out weak, Inltiatly, he hm very few 
HF. In adcMtlofc he canjxst memorize many 
spells, and must carefully husband his few 
spells untJL he gains more through 
advancement in level. 

The beginning magJcHiser is given four 
first-level spells In his magic book. He can 
add one additional spell to his ms^c book 
every time he advances a level. He can 
also scribe ^Us into his magic book from 
scrolls he finds In the course of his adven¬ 
tures. 
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[n this giame m^-users carniot use an^ Good. Pdlowets of this aligrimeiit 

form of armor or weapon other than a stricUy interpret law and order, but they 
dagger or staff. Koweven there are many use these principles to brtr>g aJl the bene^ 

ma®c Items only a magjc-user can use. A fits to the society, 
magiouser gains 14 HP with every 

advance in level throi^ 11th level plus U»Ad /VcuCral. Followers of this aiign- 

consdtudon bonus. At 12th level and ment view regyJatlon as alMmpoitant. taK- 

beyood he gains only 1 HP per further ing a middle road between good and evil, 

level. 

Laufii/ Etfl. Pol [ewers of this alignment 
IliJef. This Is the thief of the who believe in the rulershl p of the strong and 

uses trldtery and mlsdlrcction-Instead of the enslavement of the weaJc 
brute force~to win his objective. This is the 

only profession in which de mRiomans Pteuirai Good. The follower of this align. 

dlmb as far as any human, indeed. ment believes there tnust be some regMla^ 

halflings and elves are espedstlly adept in tion in combination with freedoms if the 

this craft. To be a profident mtel a charac. best is to be brougm to the world, 
ter must have a high dexteiHy, 

TItic rttuiml A follower of this alighment 

Thieves must sUck to leather-based armor bdlevea that everythirrg must be kept In 
and have a restricted list of weapons. A balance-iaw aid chaos, and good and evil- 

thief g^ins 1-6 HP with every advance in -to maintain world harmoi^. 

level, plus constitution bonus, through 

10th level. They 2 HP without consd^ Pfeutrai Evil. The follower of this ^igjv 

tutlon bonus, per level thereafter. ment consklera law and chaos to be minor 

consid^i^ons as long as evil Is brougfrt: to 
MulUple <Jas»e 9 * fkm-human races can the world, 
sometimes be a oomblnatlon of classes. 

When a character is more than one class. Chaoik Good. FoUowcis of this alignment 

his HP per level are averaged among the value randomness and freedom, but also 

classes involved. However, his experience value life and individual welfare. 

Is split between the two classes even when 

he cannot further advance in one of them. Chaotic JVeutraf. Followers of this align- 
He gains ail the benefits of both classes In ment value randomness and disoitter over 
regard to weapems and equipment. either evil or good. 


AUGTtMEmrS 

Alignment Is the phUosophy a character 
lives by. While the actions of a charader 
are under your controi, the character's 
alignment can affe<l how H PCs In the 
game view Nm. The computer provides M 
the posslbie Alighments for a character 
and you can choose any of those you wish. 


Chaotic Evii. The Chaotic Evil character 
disdains laws and order, kindness and 
gpod deeds. He seeks poeitiona of power, 
gloiy, and prestige In a system mied by hla 
own whims. 

STARTIHG EQUlPPfEfTT 

Each character Is assumed to have starting 
equipment Induding dotbes. boots, back¬ 
pack, money pouch, food water, tinder- 
box, and nint and steel. The character's 
onscreen list of Items only indudes impor- 
lartt Items such as weapons, armor and 
magic items. 
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playung the game 

To piay Fool of Radwice you need a party 
of characters. You can use tlie party of 
characters provided or you can cncate your 
own. 

CHEA nrtG A FAKTY OF 
aiARACTEKS: 

A party Is a group of characters you have 
geireTUted and saved to the save game 
dish for use tn missions. You may have up 
to 6 Flayer Characters (called PCs or char^ 
adersl in your party at a time. You can 
control up to 8 ch^acteis tn a ga^e, bit 
the remaining two slots are left open for 
HFCsyour characters m^ hire or meet 
along the way. 

When staartirig a game, the first screen you 
see is one with positions for the vital Infon 
matloin about the characters In the party 
and a menu with all the ways of putting 
together an adventwirtg paiiy. This Is the 
Creation Fleniu 

Party Creation licnui 
CnaU Niw Ckinctir 
Or«r CkinctBr 
□utaelir 
TraiR Uunctir 
Vifw Chsracttr 
Ml CbaractirTBParl^f 
ftimMf Chir»tBr From Fathr 
tiai Sm^ Gamt 
S«vi Cumnt Gam* 

BtgiRAIvMiuring 
Entlf DOG 

The folkjwii^ describes the results of using 
each command. 

CMEATE nElir CHARACH^ 

This is the opportuntty to build an adven¬ 
turer from scratch. This leads you through 
a series of menus to help you define the 
ch^aCter. 


FlcJlf ILh^ Meiffi. This ^es you the 
choice of the the sbt races a player^haiacr 
ter can be In the roigotten Realms. 

FJeJt Gender,, After you pdek a charactcTs 
race, you plcK their gender, Qender affects 
the possible strength of a character and 
what sort of portraits ymi will have to 
choose from to represeni the character, 

The computer then randomly generates 
the ability scores that every adventurer 
has, Onoe you have seen the ability 
scores, you may have the computer roll 
ag^n and it wili randomly generate a differ¬ 
ent character. Otherwise, you may accept 
the rolls, and take the character as gener- 
Med. 

If you accept the rolls^ you still have the 
opportunlly to alter the character to match 
your own character from the ADflcD® game 
by using the Modify Character command 
described later. 

Ffck Chataettr Cfesis. This gives you the 
choice of the class or classes your charac- 
ter is qualified for based on his race and 
ability scores. 

ffcic AlIgnmcnL From this menu the com- 
pMer provides ail the possible Alignments 
for a character. You can choose the one 
you wish. 

name Character, Your choice of name for 
a character is entirely up to you. You can¬ 
not use more than 15 letters In a name. 

The oomputcr displays the complete char¬ 
acter screen and ^ves you a chance to 
save the character. Ifyou save the charao 
ter, ft is written to the save game dlsK to 
become one of the regular characters you 
pi^. 
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Ai thl5 time the computer generates a por 
tiait of your character You can choose 
both the head and bo(ty of your characters 
portiaiL You then choose the weapon, 
head, and colors for your character's com¬ 
bat toon (the (Igure th^ represents the 
character in combat}. Refer to the Encamp 
section for instmetiews on how to alter 
combei iconsn 

Exit From any of these menus this com¬ 
mand brings you back to the Party 
Creation Menu. 

DROP C11ARACTEK 

This command Is only used when you 
never want to piay with a paitiailar charac. 
ter again. It eliminates the character's 
record horn the save game dish and leaves 
a^>acein which you can create anew 
character to M. 

PfODiFY QIARACIBH 

You may bring your faverite beginning 
ADdrE>B character into the Pool or 
KAD(Arv:E. Create a character of the proper 
zace and class and then modl^ It to match 
your ncn<omputer character. You 

can adjust the crewed character's ability 
scores and riP. The character must start at 
0 XF and with no Items beyond those he 
can buy with his Initial gold allowance. 

TKAiTi CffARAC™ 

Use this command when a character has 
attained enough experience to advance a 
level (sec Appendices). This is available 3t 
the start of an adventure and when the 
patty travels to the Qulld to get training. 

The computer asks who is to tralrL and 
checks the cunent XP of the character. If 
he has sufficient pdntSw the computer sul> 
tracts cost of the training from the 
character's current money and the charac¬ 
ter advances a level. This takes no game 
time. 


A character can only advance as high as 
the highest level character willing to train 
him. In the Training Hall of FWait the max- 
Imum limits are 8th level fighter, 9th level 
thief, and 6th level cicric and magiouser. 

VIEW CffARAOeft 

This ^lows you to view a Character, as 

described under that heading below. 

ADD OEARACTCII TO PARTY 
This command allows you to pick party 
members from previously used characters 
that are on a save game disk. 

REnOVE CllARACIER PROM PARTY 
5tnce a party only Include 6 p^yer 
characters, you can use this command to 
write a character to the save game disk 
and then substitute another with the Add 
Character To Party command. The Saved 
character will replaoe the previous entry 
for that character on the save game disk, 

LOAD SAVm GAHE 

This command brings up a previous adven¬ 
turing party fram the save game disk. 

SAVE CXIRRERT GAME 
This command puts the group you are cur¬ 
rently constructing onto the save game 
dish for future reference. Then some ver- 
sEoris will allow you to exit the game. 

BBGin ADVEfffUItinG 
When your party b ready to go, use this 
comrrrand to return to the game. Follow 
the otvsereen messages to get bach Into 
the game and you are ready to go with 
your new party of adventurera. 

!^m-FLArm cimaactej^ f/ircs;; 

In the course of a game, the party can run 
into marry characters controlled by the 
computer. They may talk to the pity, 
attach the parly, and even oifer to Jdn the 
parly. These arc known as rton-Player 
Characters, or HPCs. 
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There arc three kinds of ITPCs; those you 
can hire at the Training Hdl to adventure 




with your party, fLiUng in the two slots pos¬ 
sible in a party that you cannot (lU with 
player characlera; those who volunteer to 
join the party for a specific mission or 
quest; and those who wont join the party 
but will give either information or a fl^t 

WIIAT YOU cm DO WriTl riFCS 
MFCs that wart to joht you are treated like 
your piiQfer charactcfs. with a few differ- 
encesv Remember that you only have room 
for 2 hFCs If you have a full party ctf 6 play- 
er chaiacters. Dttrlng an adventure you 
may find HFCs that you want to add to 
your party. Tfou should seldom have more 
than 7 characters in your party so there U 
room to add the rtPC 

The computer commands RPCs In battle* 
They have Morale, if thlr^ are goCng bad^ 
for the party, th^ msy ran, even If you 
don't want them to. 


VlEWinG A Ctf AKACTEK 

rUE CrtAJMCTEH SCREEPt: 

The diaraaer screen appears whenever 
you use the view command* The character 
screen displays the character's name, race, 
and age. It also displays hb allgrtrtierrt, 
charadcr dsss. and ablll^ score. The cur¬ 
rent wealth of the character is also shown. 
InltiaJly, the computer generates a random 
number between 30 and 180 In gold 
pieces, which the chaader can use in bid¬ 
ing his equipment Later, m the charader 
accumulates wealth through his adventur¬ 
ing, there are sewral ertrles on the screen 
showing the copper pieces (cp), silver 
pieces (sp), dectrum pieces {epl, gold 
pieces (^). platinum pieces (pp). gems, 
and jeweliy. The value of coins are listed 
In the Appendices, the value of gems and 
jewelry vary and are found when they are 
appraised* 


You can give nPCs treasure, which may 
help their morale, but you cannot trade 
their items to other diaracteis. If they de. 
however, you can use the Trade Items 
funedon to take their Items. 

LOYALTY 

nPCs can also be traitois Insinuated Into 
your party, depending on the way the 
adventure goes* can spy on you and 
give information to your enemies, and 
even turn on you in battle. MFCs can be a 
big help, but donl trust them in every situr 
ation. 


The screen also shows the character's cur¬ 
rent level, his earned XF. and hb currert 
HP* If the HF are hi^ighted, the charaaer 
has taken damage that has not been 
healed. The number shown b hb current 
HP, Twt Ws normal HF. Once the character 
has healed all the damage, the number 
reverts to normal* 

The Armor aass Is shown as AC; the lower 
the AC number, the better the armor. Then 
It shows the character's Ready weapon and 
what armor he Is wearing. This is followed 
by the characters To Hit AC 0 HTIACO). 

The lower the characters THACO, the bet¬ 
ter lighter he b. Thb b followed by the 
damage the character does, which 
depends on hJs strength and the weapon 
he has ready. 


The 1^ entry is the Character Status. Thb 
b an indicatlan of the current health of the 
character. The Character Status can be: 


OK 

The character has positive HP and can 
move arKl fight normally. 
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urtcortscious 

The chaTacter has ejtadJy 0 HR He cannot 
move or fight hiit is In no dang®- of dying. 

DVIHG 

The character will die In a short period of 
time unless the character b bandaged or 
tieaiLr^ magic is applied, if the character is 
bandaged his status changes to 
UnccMiadous. Healing magic will make him 
OK again. In the course of a combat a 
clmader who is Dying haiS a chance of 
becoming Dead unless he is bandaged 
(see Combat}. A Character who survives a 
combat in Dying ^us is automatically 
asajmed to have his wounds bandaged 
after combat and becomes Unconsetous. 

D€AD 

The charact® has died. He will be brought 
with the party ^assume he Is set down dur¬ 
ing any combat) and can possibly be resur¬ 
rected wHh a raise dead spell from an HPC 
cleric. The dTarad;®'s actual chance of 
being raised when the spell is used 
depends on his consthution. 

FLED 

The charad® fled from the previous bat¬ 
tle. Aft® a b^e b ov®, he can rejoin the 
party as If nothing had happened, and 
regain his previous status. 

GOnE 

The charact® has been destroyed by drag- 
on flame, a disintegrate spell, or some 
oth® form of total destruilion. He cannot 
be RMsed from the Dead. 

VIEW OFTK)rfS: 

To Inspect the active charact® choose the 
View command. This brings up the View 
Menu. 

View Wenu: 

VteV' ITEMS smu tiiaoe dropexit 


ITEMS 

UsirTg this command allows you to see 
what Items the charact® Is camylng. The 
charact^^s Items and their combat ready 
status are displaced. An lt®n thst is r>ot 
Heady cannot be used. Hot all commands 
Ir) the Item H®iu arc always available. 

Iteifi Menu: 

RiMTY m TJttoi OBOP m« Jow sat B ear 

Ready, If you want to ready or uriready an 
it®n. you can use the E^eady command to 
change the status of the weapon, armor or 
other Item. A charact® has several restric¬ 
tions on what he can use. Basically, he 
cannot use more than two hand-held items 
at once. Thus, he cannot have ready a 
sword, a ^eld. and a bow at the same 
time. Arrows are assumed to be In a quiv® 
and can be Readied at all times, thou^ 
they cannot be used unless a bow is 
Read]®! as well 

Use. This command means the charact® 

Is going to use an Item. In Combat, you 
will be asked to indicate the target (see 
Combat for targeting) and proceed back to 
the Combat Menu. 

Trade* If you use this command, the 
scieert switches to the Party Screen and 
a^s which charact® you arc tritding with. 
Indicate the charact® and the screen 
switches back to the Items Screen. 

Indicate which h®n (you can trade multi^ 
p!c Items in one transaction) Is to go to the 
oth® charact® and the Item disappears 
from the trading character's list and reap¬ 
pears on the item list of the T®:eivlng char¬ 
act®. fiememb® that an HPC does not 
give up an item orKe he has IL unless he 
Is dead. 

Drop. If this command Is used on an }t®n. 
the item is gone. It cannot be retrieved. Do 
not use this if you want to give the Item to 
someone else, that s what the Trade com- 
mand is for. 
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tialve. Multiple items such as ajrows are 
often combined onto one iincn such ds 42 
Arrows. Halve cieates two lines, each with 
half the number of items; such as two 
lines each with 21 Arrows. Only items lUte 
arrows, thai are shown as several items on 
one line, can be halved. 

Join, This is the opposite of Halve. If you 
have several lines of anows or a similar 
Item ort the Items screen, you can use this 
command on one Line and all similar lines 
are Joined with it. The number ctf items 
shown Is the total of the numbers in all the 
fornier lines. Ho moie than 250 of an Item 
can be joined on one line. HOTC: The 
Ready statiis (Yes or Ho) of the hem 
depends on the line that all the others are 
joined with. 

Sell. This command is described under 
the Shop Menu, 

ID. This command is described under the 
Shop Menu. 

STGLLS 

This is a listing of what spells a maglouser 
orcleric has memorized and is ready to 
cast (see Magic Menu). 

1KADE 

This command Is used when you want to 
transfer money from one character to 
another. Indicate which character you are 
trading with, and then indicate which coins 
and how much are to go to the other char¬ 
acter, The ootrs disappear from the trading 
charaaer's list and reappear on the money 
record of the reodving charaaer. 

DROP 

if this commartd is used on money, the 
mon^ is gone. It cannot be retrelved. 

After you create your party, you appear In 
the dvlILied section of Fhlan. The party is 
reac^ to begin adventuring. 


ffiSSJO/¥S; 

Fhian Is a very dangerous place. The dvf- 
lized nations are only now gaining a 
foothold. You can cither wander around 
town and run across dangerous situattons. 
or report to the City Council of Fhlan, Ihcy 
will assign the pai^ mtsalorts and give 
rewards when the missions are completed, 
initial missions are local In nature, later 
ones are more ambitious to match both 
your increased expertise and their opinion 
of you. Fhlan Is split Irito two sections; tire 
civilized section is oontrolled by the set- 
tiers and the uncivilized section Is con- 
tiolled by monsters. After you clear all the 
monsters from a blocK settlers move In 
and it becomes civilized. 

FOimS OF vmw: 

As you move around the town and the 
wilderness, there are three diff<uettt poitrts 
of view: yD, Area, and wilderness. 

I'D 

This appears with the Adventure Menu a^y 
time you are in town, underground, or in 
any other buJltHip area, it shows a view of 
the surrounding area as seen by the party. 
It only shows one direction sL a time, so 
you must rotate the party using the direo 
tional controls Ajdventurc Menu) to 
see in each direction. At the same time, 
the screen shows what compass dtrectloti 
the party Is facing and the coordinates of 
thdr location In their current block. 

AREA 

This option is given In the Adventure Menu 
when the 5^0 view is shown on the screen. 
This view shows the position of the party 
and an overhead view of the sunoundlng 
area, ft can only be obtained in a 3-D view, 
it does not app^ In the Wilderness. There 
is no real detail Just the poeltioti of all 
mA|of obstructions such as walls, trees, 
water, etc, A cursor shows the portion of 
the party. 
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WaDERNESS 

This screen shows when the party b travel- 
in the Wildemesa. It dlapiaqra an Image 

of the mnvirg through a map4llM 
wilderness. It shows the area around the 
party for 2 moves In each direction. If 
there is an enc 0 uMer in the wildcmess, an 
image of the enoDuntered monster 
appeals to the icon showing the loca- 
don of the party. You will be given aU the 
usual options for the encounter (see 
Encounters). 

BLOCKS 

Most adventures take place In one or more 
blocks of 16 squares by 16 squares. The 
party moves from bloch to block by mov¬ 
ing Into a long conidor with a low ceiling. 
StaifS and caves with low ceilings may also 
move the party from one block to ant^her. 

TO® Am THE rARlY 

From the moment the party be^ns Its 
adventures in Phlan. the dock Is tlckirig 
The longer It takes a party to complete a 
mission, the harder It becomes. 

mVirtG AROOHD: 

The first thlrig a new party must do Is 
equip itself from the Shops. Then it has to 
get to the scene of its a<^entures. There 
are two ways of doing this. 

Town TRAVEL 

You can walk the party to irvtown missions, 
having erreouMers along the way. 

Wn^DCRUESS TRAVEL 

Some nUssior^ involve locations awa^ 
from Phlan. Hie party travels in the 
Wilderness Fdnt of View untU they reawdi 
the location of the mission. The computer 
keeps track of the time traveled. 

aVKIZATJOTf: 

The dvilized seolon of Fhlan contaiiis a 
number of locations of Interest to the 
party. In the civilized section the party can 
find out informadon. train, rest and heal, 
and buy arid sell equipment. 


TTIE CITY COLWCa 

This is where the charadera meet the 
Council and receive missions and news. 

1tlEDOCK5 

The par^ miy catch a boat at the docks to 
take them to otherwise inaccessible blocks 
and into the wilderness. 

n® irns 

These give a safe haven In whkhto Rest 
(using the Encamp Menu). Each stay ^ an 
Inn costs mon^, but once you begin your 
stay you can rest as long as you Uhe. 

thetaverms 

These are rowdy places full of gossip, sto¬ 
ries. and Information. 

the TKAJMmiG tIALL 

This la where the charaders can receive 
training from HFCs of higher level and add 
Parting PCs. This displays Ihe Party 
Creation Menu so that you can use the 
Tr^n Character command. 

THE SHOPS 

here the charaders can buy their Initial 
equipment and later sell some of their 
treasure and upgrade their equipment. 
When you enter a Shop, you are presented 
with the Shop Menu. 

Shop Menuj 

lurVIW TAKE POOL SHAAE APPRISE EXIT 

Buy. If you use this command, tire comr 
puter displays a list of Items available and 
their cost. Ifyoutiy to sr»n€thing you 

do not have the mon^ foe the computer 
tells you ao. If you by to buy something 
th^ will overload you. the computer tells 
you that too. 



Hew. This Is the same screen as shown 
for this oommand in other mentis with the 
addition of the Appraise command in the 
\^ew Menu, and the Sell and ID commands 
In the items Menu. 

SELL. Use the cursor to highlight any item 
you want to sell. The Shop wlU make an 
offer and you can etther sell or not. if you 
dedde to sell, the screen a^ you one 
more lime to be sure, then the item b 
gone. 

The shops In Fhlan are veiy busy; no ttem 
sold to a merchant remains for long. If you 
sell an item, H: wont be there when you gp 
bad(. 

ID. This command Is used to gfct a magical 
evaluation of a ma^c item. The shop 
charges you for the service of IdentUying 
the ma^c on an item. 

If you have left money through the 
Fool or Drop commands, you can use this 
command to pick It up ag^n. Indicate that 
you want to take money and who will take 
It, The computer then displays each type, 
of coin available and how mar^ of each 
coin there are. You indicate how many of 
the coins the character takes. One charao 
ter can take all of the coins If he has the 
strength to do so, or you can allow each 
character bo take a share. 

If you try to pf cK up more than the charao 
ter can carry, the screen displ^s a mes' 
sage sayirig The character Is overloaded' 
and wiil not let any mote coins be put on 
the character. Remember, carrying lots of 
coinage slows a character down In combat. 

ftoofi This command makes all the party 
members drop all of their money Into or^c 
pool of money. All purchases made at the 
shop come out of this central poc^. 
Anything left over can be plck^ up again 
using the Take Menu. 


Simte, This command picks up all the 
money in the pool, divides It into shares, 
and distributes ft among the characters. 

Appraise. This Is used In Shops to get an 
appraisal of any gems and jewelry the char^ 
acter has. The computer asks whk gems 
and Jewelry are to be appraised, and offers 
a price on the Indicated gem or Jeweiiry. 
Once you have received a price, you may 
take it the Item is sold. The money ts 
Immediately put In your money record. If 
you do not want to sell Immediately (gems 
and jewelry are a lot easier to carry than 
coins), the gems and Jewelry become 
items and go from the money record on 
the Character Screen to the hems list, and 
can be sold off of that list like any other 
Item. 

THE TEMF1.es 

The temple will cast clerical healing spells 
for a prtr^. When you enter the temple, the 
Temple Menu Is presented. Except for 
heal, the commands on the Temple Menu 
are the same as those on the Shop Menu. 

Temple Menm 

HEM. VIEW TMX PQOi IHAHEIFPIIUSE DtU 

Hefii* This command dl^L^s a list of the 
healirtg spells the clerics will cast. Indicate 
the spell you want cast. The computer ells' 
plays the cost and asks you to confirm that 
you still want them to cast the ^>eil. The 
cost of a spell may vaiy depending on the 
recipient and circumstances. 
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ADVENTURE MENU 

The Adventure Menu allows access to all of 
Uie mail! hinctions in the Pool or RADWice 
This menu shows either the cunent 3-D 
picture of the area In front of the party and 
the status of the party (If In a town adven¬ 
ture), or the area around the party (if In the 
wilderness). If any party members are 
injured, their hit point numbers [showinfl 
how many they have now) are highlighted 
for ea^ recogiition. There arc several 
commands available to you from this 
menu. 

Adventure nemii 

MOVEvmv CUT AIIEA eKailPtiWCti LOCK 

WVE; 

Thb Is the command to move the party. 
Mew the party moves Is shown on the 
Qukk Reference Card provided with the 
game for your computer. 

In 54> travel the Party can mewe forward 
move backwards, turn right or turn left 
Mormailiy, each movement forward or back 
puts the party into another square and 
takes one minute of game time. Turning 
keeps the party In the same square and 
takes no game time. If the par^ has 
Search on, moving one square takes 10 
minites, 

in the Wilderness, the i^ity can move In 
any of eight dlrecdoiis. Movir^ one square 
takes a half a day of game time. Search 
mode has no effea !n the wilderness. 

vmw: 

This displays the Character Screen, as 
described In Viewing a Character 

CASn 

This command sends you to the Cast Menu 
so your active character can throw a ma^c 
speil. See the section on Magtc for a 
description of how to cast spells and their 
effect. 


AREA: 

This shows an overhead view of the area 
around the party. If the party is lost or In 
unfamiliar territory this command not 
be available. 

ErtfCAMF; 

TMs cotnm and sends you to the Encamp 
Menu, This b a very Important part of the 
game, and b described In detail in Its own 
section, 

SEARCH: 

A party can move In Search Mode, which 
takes 10 minutes of game time per move. 
This allows the party to careftjJ^ search the 
area they are passing, but also gives wan- 
dering monsters a greater chance to flrK) 
them. You only need to hit the Search 
commarxl once to start the movliig 
at Seiffch speed, then hit the command 
again later to reset them to normai move¬ 
ment, You do not need to hit Search for 
evejy move. 

In Search you are a^umed to be checking 
fof secret doors, mapping, moving as 
aUently as possible, hiding tn any available 
shadows, and generaliy being as careful as 
posable. 

If you never go to Search mode, you will 
run Into fewer wandering monsters 
(because you are moving fa^er) but have 
much less chance of findir^ concealed 
treasures or traps before they arc ^rung. 

LOOK: 

This commartd b used to look at a square 
mote closely, as if your party moved into 
the square If the party is moving at 
normk rate, then a Look command treats 
that particular square as If the party moved 
Into it In Search mode, 


EMCANF 

IWi commaiKl Is used In several menus to 
tike time off and tty to rebuild characters 
and the pat^. It Is used to handle day-to- 
day functions such as saving the 
resting to heal, or memorize spells 
(desalbcd umler fla^c Menu), and Chang: 
(ng game Items such as game speed or 
party order. 

Encamp Ptenui 

ENCAMP: SAVE VIBV MAGIC REST ALIEN QCIT 

SAVE: 

nils command saves the characters and 
game as they are. Check the Quick 
Reference Card for any system specific 
details of how to save your game. 

VIEW; 

This displays the View Menu, as described 
under Viewing a Character. In camp, this 
does not di^lay the Sell Rem or ID com¬ 
mands. 

y<llGJC; 

Magic la a very impoftant part of Pooi op 
RAD wnce and b described later under its 
own heading Ma^cal Spells can on^ be 
memorh^ whOe the p^ Is In camp 

REST; 

One of the most impoftant aspects of the 
Encamp Menu is the chance to rest, 
Charadera csRch their normal sleep with¬ 
out having to go to camp However, to 
memori^ spelb or heal ndiirally, spedflc 
rest time is neoessary. 

Tor every 24 uninterrupted hours of resting 
In camp, eveiy wounded character regains 
one hit point abowe and beyond any recov¬ 
ery gained from healing m^cs. 

The Inillai resting time is established by 
anyoTkc who is memofidr^ spells. The 
screen will show the days, hours, and min¬ 


utes necesaaiy for the spell-using mcmr 
bers crftlie pi^ to memorize (or pray for) 
the spells th^ want to memortze. 
Memofizing any spells at all takes a mini¬ 
mum of four henm. Third level spells take 
a minimum of sIk hours. See the Magic 
Menu for ftuther description of memorizing 
spells. 

Rest can be interrupted by any random 
encounter Only take long rests in s^e 
places, such as Inns, hickouts, or secure 
buildings- 

Rest nenut 

REGT WCAMSE DECREASE m 

REST 

Once you have determined the full time 
you want the party to rest this command 
starts them Resting. 

INCREASE 

TWs command adds to the time that the 
party will stay In camp, usuadly for rearing 
to regain lost hit points. Every 24 unirter- 
rupted hours In camp restores 1 HP to 
every Injured member of the group. 

DECREASE 

This command decreases the time to be 
spent In camp. This may mean that charac¬ 
ters do not memorize all the spells they 
want or that characters may not recover all 
their hR points, but sometimes time con¬ 
straints are part of the adventure, and the 
paly cannot spend all the time It wants 
resting 

ALTER; 

This command h used to change the basic 
maikeup of both the party and the chsm> 
tera who are part of L You are given the 
foUowtngmenuj 

Alter Henui 

AiTQt ORD€A OnOP SPEED CON PICI OtlT 
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ORDER 

This command allows you to reoi^ganize 
your characters for cocrtb^. You can pLasca 
charadera in the first or secorxl rank. The 
Hist four charaders are In the first rank, 
where they will meet enemies hancUo- 
hand, the rest ^ In the second rank, 
where they can use ^Us and missile 
weapons. 

The computer asks who takes position 
number 1, etc and reforms the group, 
with position 11 on top, when all the choic¬ 
es are made. Fosition of rtPCs can be 
changed with this command. 

DROP 

This command allows you to permanentJy 
drop a character or riPC from the party. 
Once dropped, the diaiadcr 1$ gone ftom 
the party amd Ws cuitefrt version win net 
be saved If you then use the Save com¬ 
mand to save the game. 

srezD 

This command controls the speed of meS' 
sages presented on the screen. If you are 
having trouble reading manages before 
they disappear, use the Slower command. 

If messages seem to take forever to get off 
the screen, use the Faster command, note 
th^ once you have used this command It 
affects all subsequent messages, and you 
may have to revise the command if later 
messages are too fast or too slow. 

Speed Henut 

lMBJ;lLOWEHf/kSTOI0!lf 

ICOH 

When a character is created, he is gjven a 
combst Icon, When the party is In Combat, 
each party member's Icon designates his 
position and general facing on the screen. 

The Icon command Is used to chaoge the 
character's Icon, You can customize this 
Icon to represent the chaoracter's favorite 
weapons, armor, and colors. You may want 
to do this when the character picks up a 
new weapon. 


Icon Flenui 

ICON: MATS COIQR tin GUT 

FariA, Ttou can after the weapon (which 
Gorttrols the test of the body ahapej or the 
head of the icon. You art shown both the 
Ready Icon character and the character's 
Action Icon {which shows the character 
attaching). 

When you are done choosing the weapon 
and head, you can reject the new form or 
accept It. The screen shows you the ne w 
and old versions of the Ready and Action 
Icons. 

Paits lienui 
PMI5:WEIU>ONNObOIT 

OrJor. You use Color to alter the color of 
virtually every part of the Icon, as shown 
on the screen. Some of the areas you can 
alter on the loons do not correspond to the 
terrns gfven In the menu. For Instance, 
changing the shield color for a character 
wfth a bow or crossbow actually changes 
the color of the arrows or quaneis, Pl^ 
with the Icons commands until you get a 
feel for how these variaWea work. 

Color Ffenui 

WEAPON lODY CAP HAM SMIOJ] ARM LEi EXIf 

Size, Large size loons are usually used for 
himians, elves, and half-elves, ^all size 
Icons are usually used for dwarves, 
gnomes, and halflfngs. 

Size Pfenui 
tEZL UHe^WUlEXIT 

Exit When you are done, use this com¬ 
mand. The computer will ask you to con¬ 
firm any changes to your icons. Make your 
choice and the computer returns to tire 
Alter Menu . 



ncs 

This cammaiKl governs when character 
and encounter pictures will be displayed. 

rics l*knui 

PICS; CWHACrOIS 0M>FF MOt^TetS ON^ EMT 

Characters On/Otf, This command goV' 
erns the portraits displayed wfth the char¬ 
acter stadistics when you use the View 
command. Characters On shows the pIC' 
tuies when you view a character; 
Characters Ctff Wdes the pictures, Having 
the charaetcra hidden slt^tiy speeds up 
the game since the computer 6o^ not 
have to take the time to load or draw the 
portrait each time. 

Monsters On/OiT. This command governs 
the plclures that appear during encourv 
ters. Monsters On shows the animated pk> 
ture when the monsters get to the closed 
range In an encounter; Monsters Off hides 
the animated pictures. 


EnCOUPfTERS 

When a party coroes across nPCs of ar^ 
Kln<t there is an encounter. The computer 
provides a quick glimpse of who the party 
has encountered, then asKs what you want 
to do. 

The computer determines whdJ^r both 
parties see each other, the HPCs surprise 
the party, or the party emprises the HPCs. 

If the party surprised the HPCs, the parly 
can attack Immediate^, getting a free 
round to attack in which the rfPCs cannot 
retaliate. This oppoitunHy must be taken ai 
once or surprise is lost. 

If hostile HPCs surprise the par^, the MFCs 
can attack immediately amd get a series of 
attacks in without retalialion by the party. 

If the HPCs do not surprise the party, the 
computer offers these commands. 


Encounter Meiiui 

EICOUNTBI; COMUT WnFllE AOVAMCC/FARUir 

COWAJ: 

The party attacks the HPCs. Who go^ first 
Is decided on the basis of initiative, which 
is explained In the Combat section. 

WAIT: 

This command allows the HPCs to dedde 
what to do. They wait combat flee, 
advance (if more than a square away] cr 
parlay (If in the same square). 

n£B: 

If you see HPCs year think your party can- 
r>ot fight successfully, use this command 
to run awa^. If successful, you ms^ flee 
wlidly, risking getting lost, if unsrKX^essful 
{b^ausc the HPCs can move faster than 
you do) you go to combat. 

if the HPCs are far aw^ use this ccmimand 
to approach them. OrKe the HPCs are aj^ja- 
cent to the party the Advance command 
will be replaced with the Fariay command. 

FARLAY: 

Use this command to speak with HPCs that 
are adjacent to the party. Choose a charac¬ 
ter to speak for the party. Pick the charac¬ 
ter who you think wUI make the best 
impression on the HPCs. Then, choose one 
of five posable attitudes for dealing with 
the HPCs. 

Parlay Me nut 

PARUY: HAUGHTY lAY MEEK NK£ AlIrtlVE 
HAUGHTY 

You try bo demonstrate your superiority to 
the inferior creatures you are dealing with. 
Some encounters only respect an air of 
superiori^ and are impressed enough to 
cooperate; this is also a good way to make 
them resentful and attack. 



SLV 

You try to gei information out of the MPCs 
without them resizing you are doing ao^ 
Some nPCs will realize you are byJng to get 
something out of them and will become 
hostile. 

MEEK 

Tfou are mild and unassuming In hopes 
that the UPCs will think you are not worth 
attacking. Of course, some UPCs 
meek opponents, because they arc 
pickings. 

NICE 

You try U> be friendly In hopes the NPCs 
are rtiendly to you^ Some PlPCs do not 
choose to be ftiendly to anyone, 

ABUSIVE 

You try to browbeat Jnforrriatiofi out of the 
NPCs. It is best not to do this unless you 
have the power to back up your threat. 

The computer assumes you are as effec¬ 
tive as pt^ble in the attitude you call for. 


COITOAT 

In many adventures the party will have to 
tight to defeat the enemy. In oombai the 
computer determines which characters 
(both player characters and NPCs) have ini^ 
tiative (i.c.. which goes first) and depicts 
that person and his nearby compahiots. 

[f the character is a PC then the player will 
oontmi his actions, if the character is an 
NPC, or a PC under computer control using 
the Quick command, the computer deter¬ 
mines his actions. 

ffJTTihfG THE TARGET: 

The ability of an adacker to hit a target 
with a melee weapon (such as a sword 
spear, or fist) or a missile weapon (such as 
a bc3w or crossbow) depends on the 
chance the attacker has of hitting the 
Armor Class of the target. This Is repre¬ 


sented by a number called the TllAa}. The 
lower the ThACO the better the chance to 
hit. 

A target s defense is his Armor Gass, or 
AC. This is Influenced by the armor worn, 
plus the dexterity of the target and any 
benefit various ma^c spells may have. 
(Plagtc has another method of hitting a tar¬ 
get; sec the Magic rules). The lower the 
Armor Gass number, the better the armor. 

The number needed for an attacker to hit a 
target is the attackets TMACiO minus the 
target's Armor Class. The attacker hits if a 
random number from 1-20 is greater than 
or equal to this number. Thus, a person 
with a THACO of IB needs a 14 or more to 
hh Armor Gass 4. Armor classes can gp 
Into negative numbers, so the same char¬ 
acter trying to hit Armor Class -I would 
need to get a 19 or better. 

In a combat, the first and second attackers 
sblKe at the defenders front. The third 
attacker strikes at the defender's rear, 
xuiless all the attackers are ar^jacenL The 
fourth and any additional attackers strike 
at the defenders near The defenders AC Is 
substantially reduced against rear attacks, 

A thJ^ forms the only exception to the 
automatic facing rules. If the thief attacks 
from exactly opposite the first attacker, he 
can back^b. A backstab has a better 
chance of hitting the defender, and does 
additional damage when ft does hit. 

vsmG rtfSSiLe im^atoas; 

A character may riot use a missfle weapon 
if he has an opponent next to him. If he 
has no opponent next to him. he can fire a 
missile at anyone In his line of ^ght. The 
Next and Frev commands will only aim at 
targets In the attackers line of sJgM. 
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BEGirtnUiG COmAT: 

Each character can be oontroHed manually 
or by the compulcrn M the begjanliig of 
combat each character la oontroiled the 
same as he was In the previous cximbat. 
Any charafto' under manual control may 
be turned over to the rximputer lislng the 
Quick command. All characters may also 
be simultaneously switched to manual coiv 
tiol or computer control. Check your Quick 
Reference Card for the commands used on 
your sptem. 

EXBCmim COMBAT: 

When a combat begins, the screen shows 
the area around the charaaer with the 
hlgh^ Initiative. The entire party may not 
be on the screen at the same time, and 
one can rarely see aJl of the monsters at 
one time. The computer indexes the 
active character and lists his name^ current 
condition, armor dass, and current ready 
weapon. 

Chaaracters and rf PCs move according to 
each characters dexterity and a random 
number gjenerated by the computer. This Is 
called an Initiative Humber and changes 
with every combat round. Usually higher 
dexterity characters move before lower 
dexterity characters. 

You may use the following commands to 
handle your side of the battle, if a charac¬ 
ter caniiot use a command (such as Turn 
fer a nonderic or Cast for a fighter or 
thief) it does not appear 

The Combat Plenu: 

WWE V»r AIM USE b^T TURW QUO DOME 

MOVE 

This b used to move a character and to 
attach. You attack by modng the dwacter 
Into an enemy's square. You can even 
iiach party members, but the ermputer 
gives you a chance to abort siKh an 
attack. If you disengage an enemy, he gets 
a free attad^ at your back, as do others 
you move by. 


Some characters may have multiple 
attacks In one turn. Bows get two attacks 
per turn. High level fighters get two attacks 
every other turn. All of a character's 
attacks are taken gainst hb first target, If 
the first target goes down with the first 
attacK you may aim the remaiiung attack 
Ert another enemy, 

rights may make a spedal form of multi¬ 
ple attacks called a sweep. A sweep may 
attack several weak targets with a single 
blow each. 

Refer to your Quick Start Card to find out 
how to move the charaaer with your par- 
ticuiar computer. The number of spaces a 
ch^^er can move b reduced by the 
wc^ carried. A character weighted down 
with coins or extra armor and weapons 
cannot move as fast as he could without 
the Items. Bulky armor can also reduce 
movement 

A character who b faster than any enemy 
can run away fiom the figlik, eventual^ 
running from the battiefieid, A chajacter 
who b as fast as the fastest monster, only 
has a 50% chance of getting away (other¬ 
wise ym must remain untU the eiKi of the 
f^ht)‘ A ch^acter who Is slower than any 
enemy cannot run off the edge of the fly¬ 
ing area. A character who has mn away b 
no longer part of the fight He returns after 
the fight Is over. 

VIEW 

Thb b essentially the same command 
used any time you wbh to see a character. 
Using this, you can ready appropriate 
weapons to meet the fi^ In progress. 
Some options, such as Trade, are not avail- 
able In the middle of com b^ The Use 
command shows up under Items to allow 
you to use an hem, such as a wand. In 
combat 


IS 



Am 

This command Is used to aJm an attack 
using the foilowliig options. 

Aim Pfenut 

AM; NQ(TnE¥ IMHUALTAfiGEt CtlT 

Aext Use this command to look at all pos¬ 
sible targctSH starting with the one closest 
then going to the next closest The com* 
puter kwhs at ALL possible taagcta. Jndud' 
ing other parl^ jnemheia; dont shoot with¬ 
out lo<^ng. (However, the computer can^ 
firms your order first before shooting at a 
teammate.) 

Fnv (Previous). This is the opposite of the 
f!ext command. Use this command to look 
at the possible targets starting with the one 
farthest away ^ worhlng bacK toward 
your character. Ihuall^this b agood way 
to niKl a good target wfthout working your 
way through all of your PCs first 

Phmual* This comm^ lets you aim ary- 
where on the map. h b especially useful 
for finding {^posing leaders and targeting 
spells with area effects. 

ThrgcL If your character has a rear^ 
ranged weapon, or an item prepared with 
the Use command, this command shoots 
at the target you seleded. 

use 

Tls command allows the chaocter to use 
any rion-weapon item. The command 
brings up the same scr^n and menu as 
the Items command under the View Menu. 

CAST 

This b only av^lable to rr^a^tHisers and 
eJerica when they still have spdb avail¬ 
able. Usifig this command brlrigs up the 
Cast options of the Magic Menu (see that 
description of the Magic Rules). If hit 
recently, the characters concertration 
be broken md you wont be gjven the Cast 
option. 


TURM 

Uerlcs can sometimes destroy imdead 
monsters or turn them aw^ from the 
parly. This has no effect on any oth€y form 
of monster. See the Appendices for a der- 
ic's minimum level to ^ect vatious forms 
of imdead . 

QUICK 

IMS command turns over conboi of the 
character to the compute, it Is a good way 
to handle flgMs against hordes of less pow-^ 
erful opponents. Once you have estab¬ 
lished computer contnoi for a character, 
the computer controls him In future fights 
until you interrupt h. 

The compute' uses ready melee or missile 
weapons and avalLable spelLs, switching 
between them to the most appropriate in 
the shuatlon. Ihe compuLer pl^s a very 
aggressive game, 

DORE 

This commstKl b used when a character 
has flni^ed Ids turn. 

Done netiui 

BUMO OBAV QUIT lANDACttPSlI ^T 

OuBTcf, The Character cam adopt thb tactic 
and simply wait to me^ any attacKer. This 
means that he attacks the first foe that 
moves adjao^ to him before the Foe 
attacks him. 

Delay, This command lets you delsy this 
characters action by reducing hb Initiative 
number by 1. If he b the only one to be at 
the next lowest number, it Is his action 
again. Me C3ii continue to delay hJs aalona 
until ail oth^ have had their action for 
that round and then he must take an 
action or lose It, 

Qu/L You can slgj^fyyau are finished with 
this character by using thb Command. 
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Bandage. This command only appears if a 
member of the party is The charac¬ 
ter for whom the command appears can 
use this command to bandage tlie party 
member and keep him from dying. 

Speed* This command Is described under 
the Alter command of the Encamp Menu, 

F THE FAKTYn£ESt 
As longasany party member sur^vesto 
the very end of the combat the bodies of 
uncon^ous or dead party members are 
assumed to be with the party. Ff the party 
flees from combat all unconscious and 
dead par^ members are permanently lost. 

FTMEFARTYDiES: 

If ALL the party members are slain ymi wlU 
have bo go back to your last Saved Qame 
and try a^Jn from that point. 

AFfm COMBAT; 

When combat is over the screen will show 
some oongr^ulstory message, then pre¬ 
sent a menu of commands. If a command 
does not apply to this after-ccmibat sltua^ 
tioru It will rrot appear 

Treasia^ Menus 
mu TMEPOOt IHME DCTBCT EWT 

VIEW 

See Inspect a Character. At this time you 
can use the Drop commands in both the 
Items menu and In the Character Screen 
menu. 

TAKE 

This command Is used to pick up treasure. 

Talce Henui 
TH[£neisMOiEr0(rT 

itemsc Use this command to produce a list 
of Items carried by the monsters you have 
overcome. If more than one had a missile 
weapon^ all of their remaining missiles are 
lumped into one line (if there are more 



than 100^ 99 are on one line and the re^ 
on another line). Prequently. the weapons 
and armor used by monstiers are substan¬ 
dard and not worth picking up as treasure, 
so th^ are not listed. 

If one character tries bo pick up too many 
items, the computer will say he is over¬ 
loaded and wilt not allow the acquisition. 

Money* The computer dl^piiys each type 
of coin available and how many of each 
coin there are. You Indicate how mat^ of 
the coins the active character takes. One 
character take all of the coins if he has 
the stiengthtodo so, or you can allow 
each character to take a share. 

If you tiy to pick up more than the charao- 
ter can cany, the screen dtspl^s a mes¬ 
sage s^ng, The cliar^±er Is overloadecL* 
and wlU not let my more coins be put on 
the character. Remember, canylng tets of 
coinage Slows a character down in combat. 

POOL 

This command makes ail the party mem¬ 
bers drop all of their money into one pool 
of money. It becomes part of the treasure 
and the party members can use the Take 
Menu to reapportion their funds. 

SHARE 

This command picks up all the money In 
the treasure, diodes it into shares, and dis¬ 
tributes It among the characters. 

DETECT 

This command casts a defect ma^ from 
the current active character. 

EXTT 

This command lets you leave the scene of 
the battle. If there are still hems that can 
be picked up, the machine will remind you 
that there Is still treasure left. You can go 
back to the Treasure Menu or leave the 
treasure and go to the Adventure Menu. 
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WAGIC 

Magjc b irrtegml to Fool or Radhticc. Both 
magiousera and clerics can use maglcai 
^Is. 

ffOH^J*MGJC WORKS: 

A speU can exist In one of three forms; In 
Memory, In Spelt Book, and On a Scroll. 

inNEPIORY 

A magioiiser or deric who has a spelt In 
Meanory Is said to have memorized the 
spell, he can cast the spell as shown In the 
Cast command desciiptlon. 

m SPELL BOOK 

Magiouseis write their spells Into a ^>cll 
Book. Thqf can oi% write those spelts Inlo 
the book of which they have the al^lity to 
cast. The books aie oompendlums of 
spells among which they choose the ones 
they want to memoitze. Qerlcs do not 
Keep a spell book, th^ simp^ pr^ each 
day to get their spells. 

Ori A SCROLL 

A spell wdtten on an enchanted scroll can 
be read t^ a cleric or maglCHiser, depend¬ 
ing on the Idnd of spells on the soolL A 
maglouser must c^et the spell road m^c 
to understand the spells a scroU contains. 
Once he has done thM. he can read the 
spell aloud d: any time to cast It. A cleric 
does not need a road spell to road a 
clerical on a acrolL but only a cleric 
cm read the spell. Once any hind of spell 
has b^n cast or scribed from a scroU^ the 
spell disappears. 

A magic-user may scribe the scroll spell 
into his spell books for future memoriza- 
tion. This erases the spell from the scroll. 


Spellcasters can get a list of their memo- 
rtzed spells from the Cast option of the 
Magic Menu or from the Spells opdon of 
the View Menu. They can get a IM of their 
spells on scrolls from the Scribe option of 
the Magic Menu. If all you wairt Is a List of 
available spells, be mm to exit before you 
actually cast or scribe the spell 

The Ftagic IMenui 

CAST MEMORIZE SCRIEC WmAf REST EXn 

Cast Use these commands to cast spells. 
In combat the spellcaster Is the current 
character. In camp the spellcastef is the 
current active character. 

Cast Nenui 
CAST NEXT P11EV EXIT 

The Cast Menu appears In both the Magic 
Menu, and the Combat Menu, it shows all 
the ^lls available to the aCUve character, 
rind the page with the you want to 
cast. Select the Cast command. Then 
select the spell to cast It. If necessary, Indl- 
cate the ta:^ of the spdl. If you do not 
rind the spell you want you can Exit. In 
combat the character can take ancthcr 
option. Otherwise the characler returns to 
the Magic Menu. 

Once cast a spell is gone until it Is rrtemo- 
rized again. 

Mem&rke, for a character to learn a spell, 
use this corrsmand, which only appears in 
the Encamp Menu, The computer displays 
a page from the active charaaers spell 
bO(^ (or a list of possible clerical spells) 
and you are offered the foUowing com¬ 
mands, Bemcmber that If a magiouser or 
cleric has the ability to learn more than 
one spdl of a levd, he can learn the same 
spell more than once. 

Memofize Memu 
NEHCMCZEMEXTPflEV EXH 
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PIiu] the page wtth the spell you want to 
tnemodze. Select the memcfize com¬ 
mand. Then select the spell to memorize 
ft- The ^pages' here arc p^jes of the magjc 
spell book, rather than Just the list of 
already memorized spells. 



Scribo, Use this command to litsalbe 
spells the cha'acter finds on a scroll Into 
his spell boolL 

Scribe Memu 
JCTtKlBtrmWOJT 


Picking a spell to memorize does not mean 
that the spell Is memorized. Learning a 
spell takes 15 minutes [game time) per 
level of spell, plus a period of relaKation 
before starting to memorize one or more 
spells- See the Rest command In the M^c 
Menu. 

Only one spell may be learned dt a time, 
though the spellcaster need only relax 
once befote learning several The 
learning time must be untrTtemipted. You 
have to go to the Eted: command and 
spend the time to memorize the spell. If 
you have only been in camp long enough 
to memorize some spells, those are 
learned and the otheis lost. The spells arc 
memorized in the order you pick them. 

Exampie: A ma^omcr deddes to 
rize 2 uses of mangle missile fa first Mvef 
apcfJJ and / use oflnvisibility fa seccimJ 
terel spdt). This b & tofa/ of I hour of 
time for memoriEaefan, pfus 4 hoias rcfaX' 
arion time. If the party b attacked before 
the Hist 4 hours are no jpeffs are 
learned if the party b attacked alter 4 
hours aid 15 minutes in camp- the magio 
user has teamed I msgic missile speiL 
After 4 hours and 30 minutes he has 
learned both magic missile spe/Js, and 
afterS boms he has teamed the Invislblltty 
as well. 

Once you have picked all the spells for 
one character- you Exit the menu. The 
computer displays the spells you have cho¬ 
sen and asks you to confirm the choices. If 
you confirm the choice, you go back to the 
Magic Menu and can select spells for the 
next character who needs to memorize 
them, if you cancel the choice, all the 
choices are Ignored and you must reject 
all the chametefs spelts. 


The computer dlsfdays all the spells on 
sciolls th^ the m^c-user has cast read 
m^c on- Plnd the with the spell you 
wish to scribe, Select the Scribe com¬ 
mand, Then select the spell to scribe ft 
from the scroll Into your ^>cllbook. If a 
spell is of too high a level for the diajractcr 
to scribe, the computer tells you so. 
Scribing the spell erases It from the scrdl- 
Scriblng takes the same time as 
Memorizing a spell, and is unsuccessful if 
the total time Is not taken. 

Display, Use this command to find out 
what m^c spells are aumehtly working on 
the party in camp. Thla serves as a 
reminder of obvious spells working on the 
entire party, such as bless or tight and on 
individual membeis of the parly, such as 
proteotiaa hom evil or This also 

reveals subtle cuises (though nest the 
n^ure of the curse) on the party or IndMd- 
uals In the party. 

ResL To memorize spells, one must Re^ 
This takes you to the Rest Menu described 
in the Erk:amp Menu description. Spells 
arc not memorized until the charaaer has 
rested the n^iessary time. 

The Exit command in this use of the Rest 
Menu rchjms you to the Magfc Motu, not 
the Encamp Menu. 

SPELLS AVAILABLE 

A beginning ms^t>vmr is ^ven four first- 
level spells when he leaves his master to 
adventure on his own- These are shown In 
the spell book for the magfoitser. Each 
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time the maglouser gains a le;v€l of eApert- 
ence, he gains cxic spdJ, ev^n though the 
rise in level may give him the ability to 
leant more than one new spdi at a lime^ 
Tb gain further spells, be mitst find scrolls 
in ^eamires and cop^ spells be ts capable 
of casting Into his boiA, uMng the 
Scribe cormnand In the Magic Menu, 

CXfifUCALMACilC 

aertcal magic is veiy similar to maglC'Uscr 
magic but a needs no spell boolo. 
M spells possible to his level are always 
available to a dedc he need ofily memo- 
rtze them, Just what spells are available 
depend solely on the level of the cleric 

Therefore, when a cleric finds scrolls with 
ckrical spells on them, he cam simply use 
them straight off the aofoil, since they are 
not something he needs to Scribe into a 
spell book, 

SAVITKi mROWS 

Magic Is a chancy business. Many spells do 
not necessarily affect their targets. This is 
simulated with saving tlirows. In Fool or 
RMPuncE the saving throw b the chanoe 
that the spell has no eff-^ or a lesser 
effect on the character tt Is cast on. As a 
chfflacter gains levels, his saving throws 
Improve, and the chance thM magjc 
affe*^ him is decreased. The finai results 
of any spell are shown on the computer 
screen, 

MaglCitsers have better saving throws 
against cast magic or magic from items, 
clerics have better saving throws against 
deih and poison, and dwarves and 
halfllngs have better saving throws versus 
any form of magic, 

7/lE SPELLS; 

Some speUs are quick and can be cast in 
combat and some take an extra long time 
to cast. Those that take extra time can only 
be cast when using the Magic Menu from 
the fhcamp Menu. 


TINE AND MAGIC 

The duration of magic spells is important 
A spell's duradon Is either Instantaneous, 
as with most damage spells; measured in 
rounds, as with most other combat spdb; 
measured In turns, as with many detecdon 
and proteclivc spells; or permanent 

When planning use of spells to use in 
movement (such as a find remem¬ 
ber that one round equals one minute of 
game time and one turn equals 10 rrUrv 
utesof game time, 

IHE SPELL USX 

The spells aviilaWe for characters In the 
Fool or Kadmmcc are: 

FlitST LEVEL CLERICAL SPELLS 

ffless. This spell can only be used In camp 
or combat, and It only affects those char¬ 
acters not In melee. It gives a bonus of 
one to their THAOO for six rounds and rais¬ 
es the morale of friendly by 1, Use It 
in camp on^ If you Know you are going 
into combat Immediately afterward. 

Curse. This reversal of ble^ affects ene¬ 
mies not In melee and modifies their 
THACO and their morale by 1. Usable on^ 
in combat and lasts 6 rounds. 

Cure Light Wounds. This can be used any 
time. The caster must be next to the tar- 
g^. It heals 1-& points of damage. 

Cause Ught Wounds, This combte-only 
spell causes 1-6 points of damage to one 
a<|j acent target touched by the caster. 

Detect Ftogk, This Is similaar to detect 
evil but only lasts 1 turn, tt detects the 
pTesence of magic In a I square by 5 
sqimt area but gives no details oit the 
^ of magic. 


23 



FtvlecUoa ih>in Evli. 77115 speil can be 
teed in comb^ or in c^p when you 
exp^togo !rto comb^ shoftly. ft adds 2 
to the AC of tlie character against: evil 
itacHera. Any aavlng throws caused by 
stacks of such moretera are at +2. This 
spell lasts 3 rounds per level. The caster 
must touch the target (which can be hlm- 
self)^ 

notedfpn ^tn Good* This is essentially 
the same as ptolecUon fk^ evil but ft 
protects against the attacks of good crea- 
tuies, 

Kesht Cokt. Ihis spell protects the recipi¬ 
ent against cdd. provldijig absolute protec¬ 
tion against edd up to 0 ratirenheit and an 
additional saving throw against cold-based 
attacks, The duration Is 1 turn per level of 
the casten and the caster must touch the 
target. 

SeOXND LEVEL O^RICAL STELLS 
ffmf T>vp«* This must be cast In camp. It 
makes any traps In the cUrcctlon the char¬ 
acter Is fadng visible to the character. The 
spell lasts for 3 turns. 

Wold Ptnoa, This combat only spell holds 
Immobile ftom 1-3 (derids choice) crea- 
tures of roughly human shape and size. 

The duration Is 4 rounds plus 1 round per 
level. 

Resist Hrev This Is Identical to resist cotd 
but it works against heat and heat attacks. 

StIeiHx i9* Radhis, this Is a combat 
spell. It silences any spell casting cr dis¬ 
cussion In the radius, if cast on a person, 
the radius follows him around for the dura¬ 
tion of the spell unless he makes a saving 
throw* If cast on an area, the spell affects 
everything in that area for the duration of 2 
rounds per level of the caster, 

Slow Poison* This speH can be used In 
mnp or combat. It revives a poisoned per¬ 
son for 1 hour per level of the ca^er* The 


target of the spell then dies unless a neu^ 
tialfze poison (a Wgh^evel apeli only used 
byHPCsJbcaston him. 

Simke Charm. This spell can be cast In 
combait only. Jt influences as rttany hit 
points of snakes as the cleric has hit 
points. The snakes cease all activity for 5-0 
rounds. 

SpiriUiat Hammer. This Is a combat spell 
which creates a temporary magic Item, 
automatically Readied* It can strike at 
rartge and does normal hammer damage. 

It strikes monsters that only ma^cal 
weapons oin affect This lasts for 1 round 
per level of o^ter, 

TtfIRD LEVEL CLERICAL SPELLS 
Aiifinate Dead. This spell can be used In 
combat or camp. It turns a dead human 
person into a lomble to help the speJIcaat- 
cr. In combal:, the mmblc fights for the 
apellcastcT. thoi^ oortrolled by the com- 
p^r* This spell Is permanent until the 
zombie Is destroyed. If created to work 
with the pariy, a zombie becomes an IHPC 
and there must be room for him In the 
party (remember, the limit is 8 chaiaci^) 
or he cannot be taken aiongr 

Cure Bdndness. This touclvonly spell Is 
used in combat or camp to cure the blind¬ 
ing effects of the cause bjiodlness spell, 

Cause mfjHliiess^ ITils touchron^ spell 
can only be used In combat. The victim 
gets a saving toiow. The duration b perma¬ 
nent until n egated by cure Mndr?css or 
dispet magic, 

Cme Disease. This spell can be used in 
camp on^* it cures the diseases caused by 
mummies and the cause disease spell. 
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Disease. Hiis is a spell 

with a touch range, Theie Ls a savir^ 
throw, if a character b afflicted with a dU' 
ease, over time he loses HP and Strengii 
PqMs iinUi he Is down to 10 percent of his 
normal values* This disease Is cured ^ a 
cure disease or rm^ spell. 

Dispei Magic. This spell can be used 
dtl^ In combat or camp. In ct^baL it 
affects every magic spell and Item in an 
area, In camp It affects every person and 
Item you select There is a percentage 
chance of success with this spell depend¬ 
ing Oft Uie level of the caM:er and level of 
the oii^nator of the spell to be dispelled. 

If suocessfii]. the tar 9 <ct magic is penna- 
ncrtly eradicated. 

lYayer. This Is a combat spell thM lowers 
all TTlACOs and saving throws for friendly 
combatants by 1 and raises them by I for 
all unfriendly combatants. It has a 60 
radius and lasts 1 round for each level of 
the character. 

Aemove Curse. This can be used in camp 
or combat and allows the target to be rid 
of a curse (as from a curse or liestow 
curse spell) or pul down a cursed object. 
The range is touch. 

Bestow Oirse. This spell has a duraHon of 
1 turn per level and is used in combaL It 
has variable effects determined by the 
computer. 

FIRST LEVEL HAGtCrUSER SFELLS 
Burning tlands^ This touch-range oombat 
spdl causes fire dam^ of 1 point per 
level of the caster There is no savirg 
threw. 

Charm Ferson* This spell maizes a 
humanoid cre^ure the caster's friend and 
ally. Any action of the caster will be seen 
in the most favorable IlgM poe^ble. The 
target gets a saving throw wh^ the spell Is 
thrown and again days or weeks later, 
depending on Its Intelligence. You can 


never be sure the effect Is permanenL For 
the moment, the charmed creature can 
become an MPC (if there Is room in the 
party roster) under the command of the 
caster. 

J>etect Magic. This spell Is the san^e as 
the derreaf spelt; its duration is 2 rounds 
per level of caster. 

Enlarge. This spell can be used In camp 
Of cembai and lasts for 1 tiun per level of 
the castet The living target Inaeases In 
size by 20% per level of the caster. It 
makes the humanoid target into an ogre or 
giant In size and strength for comtot pitr^ 
poses. A target can only be under the 
effect of I enlmge spdl at a time. Unwilling 
targ^ gel a saving throw a^nst this 
effect. 

Reduce. This Is the opposite of enlarge, 
and can be used to ne^e enlatge . 
Unwilling targets get a savlrig throw against 
Its effea. IF the saving throw Is unsuccess¬ 
ful^ the ta^t Ls reduced in size and loses 
effective strength and movement. 

fiends* This combat only spell affects 
everyone in a ^^ere that Increases with 
the level cri the ma^ouser. Everyone with¬ 
in th^ sphere faUtng a saving throw thinks 
the caster has 2S more points of 
Charisma Those who make their saving 
throw think he has 1-4 less points of 
Charisma. The effects last 1 round per 
level of caster, 

Magic Missile, This is a combat spell that 
does 2-5 points of dami^ge to the target 
no saving throw. Tor every 2 levels, the 
magiouser gets i missile, ao m^ousers 
of the ^rd and 4th levels get 2 missiles, 
and those of the 5th and 6th levels get 3 
missiles. All must be fired at once. 




Frat€ciiaa 6-oinEvli* Uhe the clericai 
speil of the same name, but R lasts for 2 
rounds per level of caster. 

Ffoie€ikm A'ont Good UKe the clerical 
spell of the same name but R lasts for 2 
rounds per level (rf caster. 

Aead flUtgic. This Is only used In camp 
and allows the user to read ai^ magical 
(not clericail wiRIng. It lasts for 2 rounds 
per level of caster. Once you use this spell 
to read a scroll you can cast the spells off 
of the scroll. 

Meiif. This spell Is a combat spell that 
Improves the targets armor class and sa(V' 
Ing throw, and neg^es the effect of the 
magfc miastte. The spell lasts for 5 rounds 
per level of caster 

ShocJdi^ Grasp. This combat spell does 
l-8x +l point perlevel of caster, electikal 
damage to a target the caster touchea 

Sleep, This speil puts up to 16 targets to 
sleep for 5 rounds per level of caster. The 
lea^ powerful taigks are affected first 
and the bigger the monsto; the few^ of 
them arc affer^ed. MotiStem above a cen 
tain power are not affected at all. no saV' 
Ing throw. 

SECOND LEVEL MAQICtlSER SPELLS 
Defect fnvfstbiHty, This can be iued in 
camp or cxwnbat and lasts for b rounds per 
level of caster; This has a range of 20 feet 
per level of caster. 

iBvhlbtUty. This makes the target (touch 
range) invisible to normal mid InTtavIslon 
until he ends the effect or attacks some¬ 
one, 

KnociL This spell b used to open locked 
doors or chests. It can be used in camp or 
while moving, 



a duplicate Is attacked, It disappears. The 
spell lasts 2 rounds per level of caster. 


Haj of Ei^eebiemeaL This combat speU 
hasasavtng throw. If the target does not 
the saving throw, he is weakened 
(he docs less damage for 1 round per level 
of caster). 

Stinking Cloud, This affects a 2 square by 
2 square avea. AnyoiK In the doud gets a 
throw. If unsiK^cessful, he is help¬ 
less for 2-5 turns. He can move out of the 
cloud, but he Is still helpl.e3s. If he makes 
the saving throw, he Is helpless only as 
lotrg as he Is In the doud and for 1 round 
afterwards. The doud lasts 1 round per 
level of caster. 

Strength. This spell b only used In i^unp 
It raises the strength of the taig^ by a varl- 
able amotint dependng on the class of the 
target. The duratlofi is 6 turns per level of 
caster. 


ITIIKD LEVEL MAOC-USER SPELLS 
JltffiJf. After casdng this spell, the caster 
can seldom be targeted beouse he b 
blinking In and out of the area The spell 
lasts for 1 round per level of caster. 

Dlap^ Mngic. Thb b just like the dcrlcal 
spell of the same name. 

Unehalf. Thb area effea ^1! does 1-6 
points of lire damage per level of caster to 
each target In the area. A successful saving 
throw cuts the damage in half. Oiidoors, a 
fireball has a 2 square radius. Indoors, In a 
constrained area ft has a 3 square radius. 


Mirror Image. Thb combat spell creates 
1-4 illusoiy duplic^es of the maglcuser. If 
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Hmste. This comb^ spell affects 1 person 
per level of caster Eveiyone affected 
moves twice as fair and attacks twice with 
melee and missile weapons, but they do 
not throw any addidonai speUs per round, 
tt lasts for 3 rounds pEus I round per level 
of caster 

Hold Fer^n. This Is like the clerical spell, 
but IA people can be affected. The dura- 
don [5 2 rounds per level of caster, 

Invfa/h/lfiy, 10' Hodhis, This Is UKe invisl- 
f>/%but ^ects everyone within 10 feet of 
the caster when it Is cast. Everyone affect' 
ed stays Invisible, and comes oit of !t not' 
mally, but if the caster ends his Invisibility. 
It ends for evetyone. 

UgtiUdng Bolt. This affects everyone In 
hs path. It does damage points per 
level of caster, a sucoessfu] saving throw 
cuts this damage In hatf, A Ughtnfng boh is 
4 or 8 squares long In a line aw^ from the 
caster. The bolt will rebound off walls to 
reach Its fiiJl length. 



rroU^Uon From Evil f 0'IBmfJ im, This Is 
Just like protecUon from evil but It aifeCts 
eveiyone within 1 square of the target as 
long as they stay there. 

Froltctlon From Good, W Radius, This 
isjust like protection from good but It 
affects everyone within 1 square of the tar¬ 
get as long as they siay there. 

Protection fhrm Pk>rtnal yiffsaslfes. This 
keeps the target (touch range) from being 
harmed by non^a^cal missiles for 1 turn 
level of caster 

Slow, This combat spell affects 1 person 
per level of caster Unwilling targets get a 
saving throw. Targets move at 1/2 their 
normai distance each round, and their 
number of Slacks per round Is halved. If 
they only have 1 aliack, then th^ have 1 
attack per every other round. This can be 
used to negate haste. Its durMlon is 3 
rounds plus 1 round per level of caster. 
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CriARACTER RACE UntTS 


AmuTYSCtmei 


UACB 


SIR 

Male 

STR 

Female 

err 

WI5 

DEX 

COH 

ClfA 

Dwiuf 

mJn 

8 

8 

3 

5 

3 

12 

3 


max 

la {99] 

17 

18 

IS 

17 

19 

16 

Elf 

min 

3 

3 

8 

3 

7 

6 

a 


max 

18 (75) 

16 

18 

18 

19 

18 

16 

Qnome 

min 

G 

8 

7 

3 

3 

8 

3 


max 

18 <30) 

15 

18 

Id 

16 

la 

18 

Kair-Elf 

min 

3 

5 

4 

3 

6 

a 

3 


max 

18 C^) 

17 

18 

18 

18 

18 

18 

Kaining 

milt 

6 

8 

a 

3 

8 

10 

3 


max 

17 

14 

18 

17 

18 

ifi 

18 

Human 

min 

3 

3 

3 

3 

3 

3 

3 


max 

18 (00) 

18 (50) 

18 

18 

le 

IS 

18 


max maximum number for that ability score, min - minimum number for that abUJty 
score, (XX) - maximum percentage for an 18 stfength. 


RACE MAX LEVEL BY CLASSi 



CLEIUC 

nattnji 

I^GIC USER 

TMIEP 

Dmf 

- 

9th 

- 

U 

Elf 

- 

7Ui 

nth 

U 

Qnome 

- 

Gth 


IJ 

rtair-cif 

5Ui 

81h 

eth 

y 


- 

6th 

- 

u 

Human 

U 

U 

u" 

u 

- - cannol be this class 

U - unlimited level In this dasa 
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